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The Magic: The Gathering® game expands every year, 
introducing new worlds filled with deadly perils, ancient 
adversaries, and fantastic new adventures. At its center is the 
Magic™ core set, the game in its purest form: evocative spells, 
menacing creatures, and infinite possibilities, But even at its core, 
the experience {s ever-changing. The Magic 2012 core set boldly 
continues this tradition. 


GATHER YOUR ALLIES 


Two years aga, planeswalker cards made their core set debut. Setting 
new standards for awesome, flavorful characters, these cards represent 
allies you can call on in your duels across the Multiverse. The original 
five planeswalker cards returned in the 2011 core set, and players were 


left wondering when new planeswalkers would appear in a core set. That © 
time is now. 


‘Jana Schinner & Johaanes Voss 


The latest incarnations of fan-favorites Jace Beleren, 

! Garruk Wildspeaker, and Chandra Nalaar bring se 

all-new tricks to spice up your games. Rounding out the five are two. 

f planeswalkers appearing in a core set for the first time: Gideon Jura, 

who relishes stepping right into the fray, and Sorin Markov, a vampire 
} teady to sink his fangs into the opposition. 


Also keep an eye out for the Planeswalkers’ signature spells, which play 
well with the planeswalker cards themselves. Put them together, and 
you're well on your way to an effective deck. As long as the Planeswalkers 
remain loyal to you, your opponents are sure to fee! outnumbered. 


“Cured A 
Wut ad) 


The Planeswalkers aren't the only ones wielding magic in your 


A 


favor. The 2012 core set features cycles new and old to give you the 

advantage in all your duels. Take the Mages, for example. Each is a 

'« 2/1 creature for two mana with an activated ability representative of 

pits color. You can give one of your creatures an ability like haste or 
lifelink. Or, with Jade Mage, simply fill up your side of the battlefield 

“with more creatures! 
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~ Returning in the 2012 core set are the Titans, a cycle of devastating 
6/6 Giants with exciting abilities that trigger when they enter the 
battlefield and each time they attack! Their presence has been felt 
throughout the Multiverse since their arrival last year, and now you can harness their 


-,- power for yourself. 


OUT FOR BLOOD 


Vampires, berserkers, and wild beasts may vary wildly in their tactics, but 
they do share one important battle trait: an unstoppable thirst for blood. 
Creatures with the bloodthirst ability enter the battlefield with a number 
} of +1/+1 counters on them, but only if an opponent has been dealt damage 
» that turn. Attacking is a great way to accomplish this, but not the only way. 
« The Magic 2012 core set has numerous cards that let you deal damage to an 
} Opponent and pump up your bloodthirsty creatures. Satisfy their need for 
| bload, and they'll satisfy your need for victory. 


PROOF POSITIVE 


Hexproof is the new name for a well-known ability. Anything that 
has hexproof can’t be the target of spells or abilities controlled 
by an opponent. Creatures with hexproof are desirable as you are 
free to enlvance, enchant, equip, and otherwise boost these elusive 
creatures, Your opponent, on the other hand, won't be able to ruin all 
“your fun with a single removal spell. 
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4 WORLDS, ’ r all 
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Illus. Howas 


THE MULTIVERSE 


Mages know their homeland and can call on its mana to cast spells and summon 
creatures. But most mages know only of their own world. They have no idea that 
countless planes exist beyond their own. However, one in a million mages in the 
Multiverse is born with “the Spark,” an ineffable gift that grants them the potential to 


‘become a Planeswalker. 


hee the Magic: The Gathering game is the Multiverse, a boundless 
or fantasy worlds. These worlds are called planes, and each plane in the 


Multiverse is di 
en a is different from the last—a plane covered by one vast city, or a plane of 
2 erness, or a plane made entirely of metal. 


~ Only Planeswalkers can traverse the Multiverse to planes beyond their own. Only they 
_ can step into the /Ether, the space between planes. Because of their nature, Planeswalkers 


Fach plane of the Multiver 
can call on the mana of many places. They wield a vast array of spells and can summon 


The only thing that all pl - contains its own fantastic creatures and arcane magic. 
magic. Mana SNS in common is mana, the energy that fuels all 

he land itself. It i 7 
place, and mages who know is the self 


legions of allies. 


replenishing essence of a 


that place can call upon its mana to wield magic. You are one such Planeswalker. In your journeys you will encounter deadly creatures 


and learn eldritch magic. Your gift drives you to seek out new magic, to test your» 
to forge your destiny. ww 


» limits, 
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Thousands of figures hold motionless against the grassy 
outlands. Row upon row, column upon column, the legion 
formsa perfect matrix. They stand together. They breathe 
together. Then, activated by an unspoken command, each 

_ member of the battalion takes one step forward in perfect 
unison. The immense army's mobilization begins—yet all 


their enemies hear is a single thunderous Sootfall. 


GIDEON JURA” 


Gideon Jura is a Planeswalker who wields white magic. Unlike most 
Planeswalkers, Gideon doesn’t hesitate to enter combat. He wields 
a sural, a three-bladed, whiplike weapon that also serves as a focus 
for his spellcasting, He also practices hieromancy, the magic of 
holy justice. 


Gideon served as an agent for the Order of Heliud, an organization 
that sought to bring law to the plane of Regatha, adopted home of the 
Pyromancer Chandra Nalaar. Since then, Gideon's path has become 
tangled with Chandra’s. He followed her to Zendikar, believing he 


_ could help her stay alive on the treacherous, unpredictable plane. 


By the time he artived there, however, he found Chandra gone and 
Zendikar under siege from the Eldrazi. Gideon engaged the astral 
abominations head-on, doing what he could to protect the innocent 
denizens of the plane. Gideon's destiny is yet to be known, but 
wherever he travels, his courage and honor travel with him. 
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© PLAYING WHITE 
Although most white creatures are small, they really pack a wallop. Born to fight, they 


Specialize in combat abilities such as first strike and vigilance. Many of them are flying 
creatures, meaning they can soar over the battlefield and avoid enemy blockers. 


White's spells tend to be defensive in nature. They may defend your creatures by 
preventing damage or granting a protection ability. One recurring white theme is gaining 
extra life. Other white spells may destroy a pesky enchantment or temporarily remove an 
opposing creature from the battlefield. To win with white, keep your army intact and keep 
your opponent off balance. 
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Prepare to punish, 
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* Led by Gideon Jura, this deck demonstrates the power of white’s smaller creatures, 


‘oad 


~ especially when backed up by spells that boost your entire army like Guardians’ Pledge. 


Creatures (23) 
2 Alabaster Mage 


L Archon of Justice 

4 Armored Warhorse 
4 Benalish Veteran 

2 Elite Vanguard 

2 Gideon's Avenger 

4 Gideon's Lawkeeper 
4 Stormfront Pegasus 


Planeswalkers (2) 
2 Gideon Jura 
Other Spells (11) 
1 Honor of the Pure 
4 Guardians’ Pledge 
2 Oblivion Ring 
4 Pacifism 


Lands (24) 
24 Plains 
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is the color of thoug I 
aes potential to discover and invent, aS well 


as to manipulate and deceive. If you can imagine Il, 
you can create it 


He glides down the unlit corridor, hovering just above 
the rough-hewn floor ta ensure he makes no sound. He 
reaches the final door to the archwizard’s lab. This time 
there is no lock to pick or guard to mesmerize. A smile 
dances across his diaphanous face before he diffuses 
and passes straight through the solid stone. 

After all, it’s not as ifhe were real.... 


Illus. Jason Chan 


JACE BELEREN® 


lace Beleren is a Planeswalker who wields blue magic. His specialty 
is mental magic: spells of mind-reading, illusion, knowledge, 
and deception. 


Curiosity has always gotten the better of Jace Beleren. As a magical 
prodigy, he delved deeper Into lessons of sorcery than the other 
mage academy students and succeeded to the point that even his 
instructors were suspicious of him. As a specialist in mind magic, 
Jace uses his abilities to gaze into the minds of others, uncovering 
their closely guarded secrets, This practice has put Jace in danger 
more than once. In fact, his mind magic helped him discover the 
existence of Planeswalkers and of worlds beyond his own, opening 
his eyes to an even greater scope of secrets. 


Now that Jace’s own Planeswalker spark has ignited, his curiosity 

has begun to take him deep into the Blind Eternities, the chaotic 

he that holds all the planes of the Multiverse. Jace has finally 
\ found a milieu vast enough to satisfy his thirst for knowledge. 


Hlus. D, Alexander Gregory ; 


“PLAYING BLUE 


_. Blue creatures are typically adept at skill, not battle. A number of them have crafty 
abilities that may let you draw more cards, steal an artifact, or make a creature vanish. 


There are blue flying creatures that can rule the skies. The Illusions are surprisingly hefty 
fighters, with a small catch. If they’re ever targeted by a spell or ability, they go “poof” 


Blue's spells are where the strength of this reality-bending color really lies. They can take 
a creature and send it skyward by granting it flying, send it back to its owner’s hand, or 
even send it to your side of the battlefield when you gain control of it. Other spells fight 
magic with magic—they counter your opponent's spells so they fail to have an effect. 
Many spells simply let you draw more cards, reloading your mental arsenal. To win with 
blue, outthink your opponent. 


Flying 
w ‘ 


pile into your 


Jace, Memory Adept heads up a finely-tuned mental assault with this deck. Keep your hand 
full and your options open, and your opponents won't be able to get a spell in edgewise. 


Creatures (12) Other Spells (22) 
2 Azure Mage 4 Cancel 


2 Belltower Sphinx 4 Divination 

1 Djinn of Wishes 4 Ice Cage 

2 Jace's Archivist 4 Jace’s Erasure 
4 Merfolk Mesmerlist 4 Mana Leak 


1 Sphinx of Uthuun 2 Mind Control 


Planeswalkers (2) Lands (24) 
2 Jace, Memory Adept 24 {sland 
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PLAYING BLACK 
Black’s legion of Vampires, 
bunch. Some h 


i 


Zombies, and other creatures of the night are a rather brutal 
ave bloodthirst, entering the battlefield with a permanent size boost if an 
Opponent has been damaged that turn. Other black creatures may be pumped up with black 


», Mana or by sacrificing creatures. What they lack in subtlety, they more than make up for in 3 
sheer power. 


er 
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hat? Cold? The win 
rhis dull eyes. He feels..." ) ee 
a his tattered clothing, but HO. es e 
7°: his ragged fingernatls, vestiges of the fresh 


J to free himself, but 10. Lonely? Images of his wife and 


4 childven flicker in his muddled mind, but no. Suill, the 


visions of his family do stir something deep within the, 


remnants of his sot 
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_ Black's spells are even more vicious. Many of them damage, weaken, or outright kill 
“creatures, Some attack the mind by causing your opponent to discard cards. Others let you 


steal life from your opponent or an opposing creature. To win with black, show no mercy 
and grab for power no matter the cost. 


il: hunger. That’ it. He feels hungry, 
Asa trickle of drool escapes his slack mouth, 
he starts to shamble home. 


Vampire Outcasts 


Mlus, Karl Kopinski 


SORIN MARKOV™ 


Sorin Markov is a vampire and a master of sangromancy, a dark 
corner of black mana specialization. With this blood magic, he can 
drain the life force of other beings, place curses on enemies, and 
even possess the minds of others. 


~ Embrace your dark side with this brutal deck starring Sorin Markov, Whatever threats 
your clestructive spells can’t handle, your corrosive creatures will be happy to feast on. 


. Creatures (20) Planeswalkers (2) 
Sorin is well-traveled and well-heeled. Having seen hundreds of =Ghid of Night 2 Sorin Markov ; 
planes over thousands of years, he has become a sort of bon vivant, a DE ifting Shade Other Spells (14) 5) 
seeking diversion and novelty. But despite his fundamentally ‘e 2 Onyx Mage 4 Doom Blade - 
hedonistic nature, Sorin does feel the pull of more lasting concerns. l Royal Assasslh 4 Mind Rot 
Over his long life, this tendency has resulted in ar. arcane schedule 2 Sengir Vampire 4 Sorin’s Thirst 
ofengagements and forays to far-fl ung planes. Asa result, Sorin is a 2 Vampire Outcasts 9 


2 Sorin’s Vengeance 
bitsy 


1 Vengeful Pharaoh f 


Lands (24) 
4 Warpath Ghoul 24 Swamp 


y man, planeswalking frequently to pursue matters known only 
im. Sorin always seems to have business elsewhere. 


Mas. Michael Komarck 
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_PLAYING RED 


Red's Creatures love to attack, regardless of the consequences! That's why so many of them have 
haste, first strike, or abilities that increase their power or make them hard to block. Deal damage 
to your opponent, and your creatures with bloodthirst will show up larger and ready to battle. 


at the world and® 


a 


He runs through the rainstorm, angry 


even angrier at himself. His attempt at becoming his 


clan's fire taster had been an abject failure, just Like ss 7 | : 
an ate 4 : pans oe en specialize in dealing damage to opposing creatures and players. This keeps 
e battlefield cle 


groomer. Would he never hold a position of importang 
Shaking his fist at the sky, he yells every obscenity, c 
knows. As if ix response, the sky unleashes a boléo 
electricity that zigzags down until it makes contact with 
his upraised metal gauntlet. A few moments later; Ss 
he uncurls his charred and smoking body from where 
had landed, he lets loose a whoop of delight, The clan ' 
hasn't had a lightning catcher in years! 


ar for your creatures to keep attacking. It can also finish the opponent off 
once and for all. Red's got a couple tricks up its sleeve too, such as grabbing an opposing 
creature for a turn and attacking with it yourself. To win with red, seize the initiative. 


Mlus. Sarn We 


© Set the night—and your opponent—on fire with this hot deck featuring Chandra, the 
~ Firebrand at the front. Whether it's with hard-hitting damage spells or awe-inspiring 
Dragons, the way to win Is burn, baby, burn. 


CHANDRA NALAAR™ 


Chandra Nalaar is a Planeswalker who wields red magic. Her 
| Specialty is pyromancy: spells of fire, fire, and more fire. 


Creatures (8) Other Spells (26) 
2 Chandra's Phoenix 4 Act of Treason 


2 Crimson Mage 


There's no virtue in subtlety—at least not as far as this fire-mage 
. . . a 
's concerned. Impulsive, passionate, and short-tempered, she’s 


4 Chandra’s Outrage 


as ready to explode as the pyromantic spells in her ever-growing cae ak Sean 
repertoire. Chandra's spark ignited when she was quite young; as spell acer i a 
she’s grown, so have her abilities. a alnnien ‘ng 
et Fearing her as a source of immense and unpredictable power, many Planeswalkers (2) - Ls we 
Mlus: D. Alesander Grepory authorities have sought to restrict and contro! Chandra. Such 2 Chandra, the Firebran oc 


attempts come into direct conflict with her need for independence 
ae freedom. Any time Chandra’s wild inner fire comes into contact 
with rules and Strictures, the results are sure to be explosive. 


Lands (24) 
24 Mountain 
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Green is the color ¢ 
everything is entwl 
constantly changin 
can survive 


teen's creatures are hefty and lumbering—and that's a good thing. When a single Wurm 
os bigger than five Goblins stacked together, that's an advantage on the battlefield. Many 
_; Feen creatures have trample, so they can get some damage through to your opponent 
even if they’re blocked. 


m her perch, bow clutched firmly in Gane q 
The sound of a twig snapping in the underbrush i be : 
her further forward, the trees a blur as slie pees : 2 i 
and lower. Exhilarated by the chase, she doesn t notice 
how easy the trail is to follow—how prominent ane 
paw prints are or how conspicuously the brambles are 
broken —until she finds herself in a clearing surrounded 
by eyes, ears, and fangs. Only then does she realize who . 
is the hnuter and who is the prey. 


ll She leaps fro 


“x, Green's spells focus on growth. They grow your mana base by getting more lands onto the 
_ battlefield. They also can grow your creatures by making them even bigger. Appropriately, 
some green spells can change combat in your favor, perhaps by forcing an opponent to 
* block. Green likes to keep things real by taking out artifacts and enchantments. To win 
with green, follow your instincts. 


Illus, Efrem 2° 


alactos 


May verth the top card of veur library 
revealed. 


GARRUK WILDSPEAKER® 


Garrak Wildspeaker is a Planeswalker who wields green magic. His 
specialty is nature magic: spells that coax abundant mana from the 
4 land, summon wild beasts, and unleash the ferocity and power of 
¢] his summoned creatures. 


You ary cam the rep curd 


“It's survival of the fittest, and with the massive Garruk, Primal Hunter by your side, you're 
very fit indeed. Dominate the battlefeld with imposing size and strength and muscle your 


Garruk is a hunter to the core, a planeswalking predator whose g 
way to victory. 


hunting ground is the entire Multiverse. Gripped with a need to 
test his might and resolve against ever greater challenges, his life's 
calling has become an endless hunt of the most ferocious and 
dangerous game that each plane can offer. 


Creatures (28) 1 Skinshifter 
2 Cudgel Troll 4 Stampeding Rhino 


1 Dungrove Elder Planeswalkers (2) 
2 Garruk, Primal Hunter 


Ze) Garruk’s travels have brought him experiences and trials he never 


a 4 Garruk's Companion 
> could have imagined. The dangers he’s faced have forced his abilities 


2 Garruk's Horde 


in druidism and creature summoning far past their prior limits, and 4 Giant Spider isp eng S 
a\~each day his collection of trophi 4 ‘ 
fe rophies grows, 2 Jade Mage 4 Trollhide 

4 Llanowar Elves 

Lands (24) 


4 Lurking Crocodile 24 Forest 
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Lands are the building blocks of everything you do 
as a Planeswalker. Through your connection to the 
lands you have visited, you are able to use mana, the 
magical energy that fuels the spells you cast. 


7 ai hroughout 

5. Artifacts are the relics and te ar isan 
: ivers magical, i 
P verse. Some are wae 
9 the Mie paulo Others are more commonp | 


ns, ee 
rueged battle armor or fierce weapo ry \ 


= She holds the gem gently in her left hand, then transfers 
© it to her right. It’s emitting a faint reddish glow and 
alow hum. It’s... disappointing. Her brow knits in 
onsternation. She's the first human to lay hands on this 
Iupposedly magical ruby in over six hundred years, and 
“she expected the moment to be far more dramatic. All 
SES the runes indicated that the gem would bestow some 
Msort of gift upon her, but she feels no more powerful than 
she did five minutes ago. “Being a tomb raider isn’t all 
it’s cracked up to be," she sighs, as her long, sinuous tail 
involuntarily twitches behind her. 


He gazes down from the top of the peak, surveying 
the breathtaking majesty of the panorama that lies 
before him. Foam-tipped waves pop playfully out of the 
bejeweled sea. Birds wheel above the lush canopy of the 
dense, dark forest. A storm crackles and rolls over the 
murky swamp. Amber stalks of grain are tickled by the 
breeze that glides across the plains. Though it's the most 
spectacular view he has ever laid eyes on, he knows 
it's not complete—he can See everything except the 
very mountain he’s standing on. Joyfully, he begins his 

descent. He has more exploring to do. 


Illus, Brod Rigney 


a PLAYING ARTIFACTS 


Because artifacts are typically colorless, they can go into any deck to support whatever a 
strategy you're using, Some artifacts can do something a particular color can't. age 
For example, Dragon's Claw provides a way for a red deck to gain life, and Solemn 
Simulacrum can give blue a way to get extra lands onto the battlefield. Other artifacts can 
do something no color can do! 


“PLAYING LANDS 


‘S Lands form the backbone of any Magic deck. The simple ability to produce mana is vital. 
“3° How much mana you can produce, and what colors that mana {s, determines which spells 
you can cast. You'll never appreciate your lands more than when your opponent destroys 


one and your plans go into a tailspin, so always make sure your deck has enough! 


BUILDING AN EMPIRE 


The three “Artifacts of Empires"—Crown of Empires, Scepter of 

Empires, and Throne of Empires—were made to play together. Each 

° one has a beneficial ability on its own. Put all three together, though, 

i il and they resonate with ancient power, Each turn, you could deal 3 

; sae to your opponent, gain control of a creature, and create five 
Creature tokens! With clout like that, all will bow before you. 


) colors of mana. Those lands are excellent for decks featuring at least 
' two colors of spells. In the Magic 2012 core set, you'll find “dual lands” 
a that tap for one mana of either of two allied colors, such as white and 
blue. Other lands might only produce colorless mana, but have special 
abilities that can come in handy. Buried Ruin is such a card, as it can be 


gy NE ay \ } sacrificed to return an artifact card from your graveyard to your hand. 
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WAGE HOLY 
by Kenneth Nagle, Magic 2012 designer 


6. Primordial Hydra 
Some hydras grow two heads only when one is cut off, but 
that kind of seems like a waste of time, right? No matter 
when you cast it, it won't take long for the Primordial 

ee Hydra to amass ten or more +1/+1 counters and become a 
trampling nightmare. Protect it when it’s small, or just skip 
that part, and this Hydra will lead you to victory. 


1. Garruk, Primal Hunter ve 
q Magic 2012 features new versions of existing Planeswalker 
q characters, and Garruk has leveled up! The master summoner 
b now grows even more loyal to you with 3/3 Beasts, helps you gain 
wisdom from your largest creature, and fills the battlefield with 


I. 7/7 Wurms for an ultimate victory! 


xa | 7. Goblin Grenade 

sre }. Goblins make for an effective, if chaotic, attacking army. But 
i, to really get the most out of them, try exploding goblins. 
| One of the most efficient clamage-dealing spells of all time 
p is back, ready to launch and detonate a new generation of 
» expendable Goblins. 
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2, Chandra, the Firebrand 
Leaving subtlety to the blue mages, the pyromancer 
Chandra is back and hotter than ever. Her first ability yore Ble. omtece 
fuels bloodthirsty creatures or burns the opposing y Ld | Caan Grea deh 3 se 
forces, and her ultimate is an inferno waiting to happen. Timaru | we ee 
She can also help you get more out of your instants 
and sorceries. If you're looking for a fiery, direct win, 
Chandra makes a fierce ally indeed. 
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8. Gideon’s Avenger 
Like Gideon Jura himself, his Avenger punishes your opponent 
for attacking you. If your opponent is forced to attack with 
—Littiii i SSS lene SSE Cen eee everything, he or she may have no choice but to watch one 
of those attackers slam into a suddenly enormous Gideon's 
, Avenger. Then, there may be no choice but to watch that 
still-enormous Avenger swing back unopposed. 


| mental manipulator. He’s still skilled in keeping your hand full, 
mn) Out this time he’s directly targeting your opponent's mind. With 
m, cards sent to the graveyard and forgotten, your opponent may 
, be in a very fragile mental state. The rush of knowledge from 
} twenty drawn cards may just make his or her head explode, 


b If you remember only one thing, remember this: Jace is a master 


i, Combat is the most effective way to deal damage to your 
) Opponent. But it gets a whole lot more effective when your 
Opponent can't do anything about it. The unblockable 
} Tormented Soul can start the blood flowing as early as the 
second turn, setting up large creatures with bloodthirst. 
| Don't worry about not being able to block—this creature 
| has other plans. 


4. Bloodlord of Vaasgoth 
If you needed another reason to deal damage to your 
opponent, there’s a great one in this vampiric bloodlord. 
If he enters the battlefield as a 6/6 flier, he'll be tough to 
stop. This sets the stage nicely for later Vampire spells, 
each of which will enter the battlefield pumped up in 
its own right It'll soon be an unfortunate bloodbath for 
your opponent, 
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10. Adaptive Automaton 
Have you waited for a card to lead your favorite tribe into 
battle while Elves and Goblins stole the spotlight? What 
about Camarids? What about Oysters? What about Zubera? 
No matter which creature type your favorite decks include, 
Adaptive Automaton can lead them all. 


5. Oblivion Ring 
One of the most belaved w 


) in Magic 2012 to handle .. 


b SO many awesome cards - 
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Deck Builder’s Toolkit’ 


Once you're r 
Builder's 
you need 


ed a 
®hnd others are foes. All wield terrifying magic and command armies of 
creatures torn from theendless planes of reality. - 


PLT 


hoose your weapons 


No matter what challenge aces you, you have the strategies and 


gthe Weapons necessary to succeed. 


mong e elite spe Icasters of the Multiverse—the Planeswalkers 


j 


, 


ster Packs 
chs let you YY For those « secking ke your deck to the next level, 


booster packs are essentially ars at your rUIps 


Duel Decks, Event Decks, and 
Magic: The Gathering— Commander” 
These advanced duct when you are looking 
e with some ready-to-play decks. Al 
yer games let you experience casual Magic 1n a 


A. 


The ultimate battle awaits! . 


MagicTheGathering.com 
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(2012 CORE SET} 


CARD ENCYCLOPEDIA 


This Card Encyclopedia shows the entire Magic 2012 core set. 
To keep track of your cards, just turn to the checklist on pages 49-51. 


Acgis Angel iz Alabaster Mage n Angelic Destiny 


Enchantment — Aura 


Fising Encham crearare 
When Aegis Angel enters the bartletield, 


Enchanted creature gets +4/+4, has 


Flying 


creature. Arbalest EL ant UNA When Archon of Justice dies, exile 


during your next unup step. \ target permanent 
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Join the community of Magic™ players who play every Friday ° 
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